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NEVERLAND 
Domain of Eternal Childhood Adventure 


Darklord: Peter Pan 
Genres: Dark Fantasy and Psychological Horror 
Hallmarks: Adventure, forgetting, inevitable loss. 


Mist Talismans: Thimbles, Acorns, Pixie Dust. 


Report Э: NEVERLAND 


Because NEVERLAND IS AN ISLAND, I HAD 
CHARTERED A SHIP TO TAKE ME THERE. WHEN THE 
MISTS CLEARED BEFORE THE PROW, I COULDN’T 
HOLD BACK A GASP. THE NATURAL BEAUTY OF 
ENCANTO WAS BREATHTAKING, BUT NEVERLAND 
WAS AN OVERTLY MAGICAL PLACE, EVEN MORE SO 
THAN DARKON. MERMAIDS AND FEY LIVED OPENLY 
ALONGSIDE HUMANS—SOME OF WHOM COULD FLY— 
AND I EVEN THOUGHT I CAUGHT A GLIMPSE OF . . 
. WELL, IT DOESN'T MATTER WHAT I THOUGHT. A 
CHILDHOOD FANCY. 


THE CAPTAIN REFUSED TO GO NEAR THE ISLAND 
ITSELF, CLAIMING THAT THERE WERE PIRATES IN THE 
WATERS, BUT ALLOWED ONE OF HIS MEN TO ROW ME 
ASHORE IN A JOLLY-BOAT. THERE, I WAS IMMEDIATELY 
BESET BY A BAND OF CHILDREN, ARMED TO THE TEETH 
WITH SWORDS THAT WERE CLEARLY NOT FOR PLAY. 
MERMAIDS AND FAIRIES NOTWITHSTANDING, THESE 
VIOLENT DELIGHTS ARE THE CHILDHOOD FANCIES THAT 
DOMINATE NEVERLAND—AND EVEN THE MERMAIDS AND 
FAIRIES HAVE TEETH. 


NOTEWORTHY FEATURES 
Those familiar with Neverland know the following facts: 


* Neverland is a magical island filled with the trappings 
of childhood adventure- mermaids, fairies, pirates, 
monsters, treasure. 

* Neverland seems to exist in a unique time and space 
nexus. Residents and creatures of Neverland arrive from 
all times and places across the multiverse. 

• Many magical and fantastic creatures call Neverland 
home, but the most noteworthy resident is Peter Pan, 

a never-aging boy who is said to represent the spirit of 
youth. 

* Other boys find their way to Neverland and under 
Peter's command. These "Lost Boys" originate from 
many different times and places. 

* People in Neverland start to forget their old lives. Most 
of the Lost Boys and have only the vaguest memories of 
their places of origin. 

* Peter's arch nemesis is James Hook and the crew of 
his ship, the Jolly Roger. Hook is a pirate captain of 
legendary cruelty and viciousness. 
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I DISCOVERED A CURIOUS AND INSIDIOUS TRAP WITHIN 
NEVERLAND: ITS DENIZENS, WITHOUT FAIL, SEEM TO 
HAVE FORGOTTEN THAT THEY EVER LIVED ANYWHERE 
ELSE. THIS EFFECT SEEMS EVEN MORE EXTREME THAN 
THAT WHICH BEFALLS THE PEOPLE OF DARKON, AS 
THEY ALSO LOSE INTEREST IN ANYTHING OUTSIDE OF 
NEVERLAND—AND, OFTEN, OUTSIDE OF PAN. WHAT'S 
MORE, THEIR PERCEPTIONS SEEM TO FALL IN LINE WITH 
PAN’S BELIEFS AND EXPECTATIONS. AFTER I'D SPENT 
A FEW HOURS WITH THE Lost Boys, PAN ACCEPTED 
ME AS ONE OF THEM, AND THEY IMMEDIATELY TREATED 
ME AS THOUGH I WERE A CHILD MYSELF—SOMETHING 
I HAVE EXPERIENCED FAR TOO OFTEN OF LATE—AND 
SPOKE AS THOUGH I HAD BEEN PART OF THEIR BAND 
FOR YEARS. DURING A BRIEF SORTIE WITH THE 
PIRATES, THOSE SCOUNDRELS ALSO REFERRED TO ME 
AS A "LITTLE GIRL." 


Beyonp тне Lost Boys, NATIVES, AND PIRATES, 
NEVERLAND IS FILLED WITH CONSTANT ADVENTURE 

OF A PARTICULARLY VIOLENT AND HARROWING SORT. 
THERE ARE MERMAIDS, CAVERNS, CRUMBLING CASTLES, 
AND A HUNDRED OTHER TEMPTING DELIGHTS—BUT 

NONE ARE SAFE, AND WHILE PAN SOMETIMES ENJOYS 
PLAYING THE CHIVALROUS RESCUER WHEN ONE OF HIS 
NUMBER IS IN DANGER, HE ULTIMATELY CARES LITTLE 
ABOUT THEIR FATE. ONE OF THE Lost Boys, Birp, 
DROWNED WHEN A MERMAID HELD HIM UNDER TOO LONG 
DURING “WATER TAG.” PAN LAUGHED HEARTILY AT THE 
JOKE SHE HAD PLAYED ON HIM, AND MOMENTS LATER, 
ALL THE Lost Boys HAD FORGOTTEN THAT BirD 

EVER EXISTED. 


Neverland is the world of childhood adventure, a 

world specifically built to be an endless playground 

and source of entertainment for Peter Pan. The major 
locations in Neverland are thus different sections of that 
playground, each offering a different set of thrills, escapes, 
and adventure for Peter and his current (temporary) 
companions. 


HANGMAN's TREE 


The secret home of Peter and the Lost Boys is a sprawling 
underground house beneath an enormous tree, with a 
variety of tunnels and secret access points through that 
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part of the forest. Hook and the Pirates continually search 
for Peter's home, but so far they have searched in vain. 


THE NATIVE VILLAGE 


Some claim Neverland is a domain of the Feywild, and 

the presence of many Fae on the island certainly fits that 
theory. A large population of pixies, including Peter's 
companion Tinkerbell, make their home in a secluded 
hollow in Neverland. The deepest forest is also home to 

a village of wood elves referred to by Peter as the natives. 
These elves are sometimes allies, sometimes enemies of the 
Peter and the Lost Boys. However, even their "wars" with 
the natives lack the brutal violence of their conflicts with 
the pirates. Battles with the natives are usually more war 
games then anything else and casualties are incredibly rare. 


THE JOLLY ROGER 


One of the most feared pirate ships that sails the seas, 

the Jolly Roger is trapped in Neverland. Hook refuses to 
weigh anchor and return to plunder until he kills Peter 
Pan, avenging the time Peter cut off his hand and fed it to 
a great crocodile. The ship occasionally leaves to restock 
supplies and recruit new crew, but always returns to 
Neverland. 


THE BLACK CASTLE 


The Black Castle is the cliff side ruin of some ancient 
fortress. The Pirates will occasionally chain prisoners to 
the rocks at low tide to drown them. The Castle is also 
the entrance to miles of tunnels twisting through the cliffs, 
full of monsters, traps, and treasure. A popular pastime 
for Pan and the Lost Boys is to brave those tunnels, seeing 
how many monsters they can slay and how much treasure 
they can accumulate. 


ON THE SURFACE, NEVERLAND APPEARS TO HAVE NO 
SINGLE RULER. INSTEAD, THE DOMAIN HAS THREE 
DISTINCT ADVERSARIAL FACTIONS, EACH LED BY A 
POWERFUL PERSONALITY. WHILE I WAS UNABLE TO 
GAIN AN AUDIENCE WITH Princess TiceR Lr, I 
WAS WELL ACQUAINTED WITH THE OTHER TWO BY THE 
END OF MY VISIT, AND I BELIEVE THAT THIS APPARENT 
DIVISION OF POWER IS AN ILLUSION. 
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THE CHILDREN, WHO CALL THEMSELVES THE LosT 
Boys, ARE LED BY AN UNSPEAKABLY ARROGANT BOY 
NAMED PETER PAN. PAN INSISTS THAT HE RAN AWAY 
FROM HOME AS A CHILD IN ORDER TO AVOID GROWING 
UP, AND THAT NEVERLAND GIVES HIM THIS ETERNAL 
YOUTH. I ASSUMED IT TO BE A CHILDISH GAME AT 
FIRST, BUT ONE OF HIS Lost Boys MADE REPEATED 
REFERENCES TO LADY CAMILLE—A RULER WHO HAS 
BEEN DEAD FOR FORTY YEARS. SINCE MY PATRON 
DEEMS ME INCAPABLE OF JUDGING THE DIFFERENCE 
BETWEEN RUSTIC PEASANT RUMORS AND TRUTH, I 
PRESENT THIS INFORMATION WITHOUT ANALYSIS. 


PAN REPEATEDLY DEMONSTRATED HIS POWERS OF 
FLIGHT AND VENTRILOQUISM TO ME DURING MY VISIT, 
AND BOASTED THAT HE COULD SEND HIS SHADOW 

TO OTHER DOMAINS WHENEVER HE CHOSE. WHEN I 
ASKED WHETHER HE COULD LEAVE BODILY AS WELL, 
HIS EXPRESSION BRIEFLY CHANGED TO ONE OF PANIC 
BEFORE HE SCOFFED AND ASKED WHY HE WOULD 
EVER WANT TO LEAVE NEVERLAND BEHIND. IT Is A 
FAIR GUESTION-HIS Lost Boys FOLLOW HIM WITH A 
FANATICISM THAT PUTS THE MOST DEDICATED RESIDENT 
OF ENCANTO TO SHAME. 


THE OTHER LEADER IN NEVERLAND, JAMES Hook, 
COMMANDS A VICIOUS BAND OF PIRATES AND IS BENT 
ON FINDING AND KILLING PAN. PAN NEVER TIRED OF 
REGALING ME WITH THE STORY OF HOW HE CUT OFF 
Hook’s HAND AND FED IT TO A CROCODILE, TO THE 
POINT WHERE I BELIEVE I CAN NOW RECITE THE ENTIRE 
TALE FROM MEMORY. WHILE Hook IS A BLOODTHIRSTY 
VILLAIN, NEVERLAND ITSELF SEEMS TO REACT TO 
PAN’S MOODS, MAKING HIM SEEM, AT BEST, AN ACTOR 
IN PAN’S STORY. 


PETER PAN 


All Children, Except One, Grow U p... 

In some city, in some domain, a small child named Peter 
heard his mother talking about his future. She outlined the 
whole course of his life--education, employment, marriage. 
Peter heard this, and decided he would never grow up. He 
would always be a little boy and have fun. He fled from 
home, eventually being taken in and raised by a group of 
curious pixies. He had adventures, joys, and pleasures, but 
in his heart he longed for his mother. One day he returned 
home, only to find another child in his place. His heart 
broken by what he saw as the abandonment of his parents, 
he swore to save his brother and any child he could from 
the false love or their mothers. He stole his brother away, 
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delighting in the heartbreak he would cause his parents. 

He flew away through the mist to a new land, a magical 
island where he would always find adventures, where he 
could always be a little boy and have fun: Neverland. Time 
and memory work strangely in Neverland, and Peter has 
since forgotten what happened to his brother--maybe he 
grew up, maybe he died, maybe he's still wandering around 
somewhere on the island. Peter remembers his anger at 
his parents, however, and looks for other children to "save" 
from their parents and the grown-up world: his Lost Boys. 


PETER'S POWERS AND DOMINION 


Peter Pan has stats similar to a Satyr Reveler (Mystic 
Odysseys of Theros), but with the following special powers 
stemming from his supernatural connection to Neverland. 


"He Can Fly!" Peter has the ability to cast Fly at will. Peter 
believes fairy dust is necessary to cast this spell. Peter can 
also cast Minor Illusion at will for sounds without material 
components. 


"Following the Leader." Peter's Lost Boys have a fanatical 
loyalty and obedience to him, and obey his orders without 
question. 


"Looking for my Shadow." Peter can separate his shadow 
and send it out of Neverland, primarily to search for 

new Lost Boys but also to find new stories, games, and 
entertainments for him. When separated, Peter's shadow 
has stats similar to a Shadow; it has a familiar-like psychic 
connection to Peter, but with unlimited range. 


"Ordinary Boy? No! Extraordinary Boy? Yes!" For anyone 
else in Neverland, Peter is the most important person in 
theirlife. He is either their best friend or worst enemy 

(no one is Indifferent to Peter Pan). When a person first 
interacts with Peter Pan there is an effect similar to a 
Charm Person spell, but the emotional effect of the spell 
(Charmed or Hostile) is determined by Peter's interaction 
with the target. The duration of the effect is indefinite, but 
the target may remake the Wisdom save whenever they 
interact with Peter. 


"Aren't You Our Mother?" Neverland makes you forget 
(similar to a Modify Memory spell). The longer you stay 
in Neverland, the harder it is to remember any life outside 
of Neverland. Those who leave Neverland also, over time, 
forget about Neverland and Peter Pan. 


"I Came to Listen to the Stories." The people in Neverland 
are there to be characters in Peter Pan's adventures, and 
their personalities, goals, bonds and flaws will be reshaped 
to those of whatever role Peter has assigned them in 

those adventures. This is an effect similar to the Mass 


Suggestion spell, but with an unlimited duration. The 
target may remake the Wisdom Save whenever they 
interact with Peter Pan. The save DC goes up the longer 
they stay in Neverland. 


Closing the Borders. Peter can close the borders to 
Neverland by causing terrible storms which make the sky 
and sea impossible to navigate. 


PETER'S TORMENT 


"He had ecstasies innumerable that other children can 
never know; but he was looking through the window at 
the one joy from which he must be for ever barred." 


Peter is a child, living in a world designed to be a never- 
ending paradise of adventure and fun, centered entirely 
around him. However, he can never have a meaningful 
relationship or real love of any sort, because loving 
another person means you are no longer the center of the 
universe, and that is a form or growing up. He can never 
put another person's needs or desires above his own. All 
the children he brings to Neverland will one day grow up 
and leave him. Those children will forget about Peter, and 
he will forget about them, even the people that mean the 
most to him. Unlike every other Darklord, Peter could 
leave Neverland. He could find a home and a family and 
make meaningful relationships, but that would require, on 
some level, growing up. And he never will. 


ROLEPLAYING PETER 


Personality Trait. "I really am clever, oh the 

cleverness of me!" 

Ideal. "I want always to be a little boy and to have fun." 
Bond. “I say, Wendy, always if you see me forgetting you, 
just keep on saying Tm Wendy, and then I'll remember." 
Flaw. "You'll never catch me and make me a man!" 
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ADVENTURES IN NEVERLAND 


I HAD THE SENSE THAT PAN WOULD HAVE HAPPILY 
KEPT ME IN NEVERLAND FOR THE REST OF MY DAYS— 
AND THAT, WERE IT NOT FOR THE RING MY PATRON 
BESTOWED ON ME, I WOULD HAVE BEEN DELIGHTED TO 
ACCOMMODATE HIM. HOWEVER, WHEN IT BECAME CLEAR 
THAT I HAD GOTTEN ALL THE INFORMATION I couLp 
FROM PAN AND HE HAD NOTHING MORE TO OFFER THAN 
BOASTING AND BULLYING, I DECIDED IT WAS TIME TO 
MAKE MY EXIT, AND SLIPPED AWAY AS THEY WERE 
PLOTTING A RAID ON TIGER Lily's САМР. 


WHEN I RETURNED TO MY JOLLY-BOAT, HOWEVER, I 
FOUND THAT THE PIRATES HAD BEATEN ME THERE, AND 
THAT THE SAILOR WHO HAD ESCORTED ME TO SHORE 
WAS DANGLING FROM THE HOOK OF A DARK, FIERCE 
MAN WHO COULD ONLY BE THEIR CAPTAIN. НЕ wiPED 
HIS HOOK CLEAN, GREETED ME CORDIALLY, AND ASKED 
THAT I TELL HIM THE LOCATION OF THE Lost Boys’ 
ENCAMPMENT AS HIS MEN CIRCLED AROUND ME. 


I CONFESS THAT ALL MIGHT HAVE BEEN LOST HAD 

PAN NOT REPEATED HIS STORIES TO ME SO MANY 
TIMES—AND IF I DID NOT HAVE A FEW SCRAPS OF 
ARCANE KNOWLEDGE OF MY OWN WITHOUT MY PATRON’S 
LONG-AWAITED TUTELAGE. GHOST SOUND IS A PARLOR 
TRICK AT BEST, BUT IT CAN SUMMON THE SOUND OF A 
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TICKING CLOCK. HOOK PANICKED AND FLED, HIS MEN AT 
HIS HEELS, AND I WAS ABLE TO RETURN TO MY SHIP. 


ADVENTURE HOOKS FOR NEVERLAND 


The main reason outlanders journey to Neverland is as 
"guests" of Peter. He may have taken an interest in the 
PCs as allies, adversaries, or simply as new toys to play 
with. PCs might seek out Neverland on the trail of a lost 
child. The infamous pirate ship the Jolly Roger is usually 
docked at Neverland, and PCs might journey there looking 
for some important piece of treasure looted by that ship 
in a previous raid. Hook also occasionally journeys to 
other domains to raid ships for supplies and new recruits. 
PCs might find themselves impressed into service under 
Captain Hook and crossing swords with the Lost Boys. 


NEVERLAND ADVENTURES 


Neverland is literally a realm of endless adventures- 
combat, exploration, and roleplaying. In most stories here 
the PCs will befriend Peter Pan and have adventure with 
him and the Lost Boys. The core tragic story of Neverland 
is the Darling children realizing they do want to grow up 
and leaving. Either your PCs or some NPC Lost Boy(s) 
they befriend should have that same story. Either the 
PCs realize they miss the wider world and accept growing 
up, or the PCs are able to convince one or more NPCs 
to leave Neverland with them and grow up. For some 
individual adventures in Neverland for your PCs, consult 
the "Adventures with Peter Pan" chart. 


ADVENTURES WITH PETER PAN 


10 


11 


12 


Adventure 

Peter has become infatuated with dungeon diving in the 
Black Castle. The PCs have a chance to prove their value 
as companions and win his favor. 


Complication 

The cycle of "combat-treasure-combat" has become 
addictive to Peter. Can the PCs convince him to break that 
cycle? Alternatively, Peter has gotten bored with this game 
just as the PCs were on the edge of the final level, which 
contains a treasure they deeply desire. Can they convince 
Peter to get back in the dungeon? 


Peter has decided to "play" at being normal. He is growing The PCs need Peter to lead them іп an adventure to some 


increasingly amused refusing to have adventures and just 
living a normal domestic life as "father" of the lost boys. 


The Lost Boys have found a treasure map lost by some of 
the pirates, and are racing the pirates for the treasure. 


goal on the island. Alternatively, this domestic life is making 
it harder to hold on to their old memories of life before 


Neverland. 
The map is actually a fake, planted by the pirates as a trap 


for Peter. Alternatively, the map leads to a pirate cache of 
private domestic items that awaken old memories in the Lost 
Boys. 


Peter insists on having a new food served at every meal, or The Lost Boys are spending all day searching for new foods 


no one is allowed to eat anything. 


and recipes, growing emaciated, unless the PCs can convince 
Peter to play a new game. Alternatively, this game can make 
an excellent distraction for the Lost Boys. 


The Mermaids have challenged the Lost Boys to their game The Lost Boys can't breathe underwater, but Peter doesn't 


of bubble-chase, and Peter's determined to win. 


Every “year,” the natives awaken a tree as part of their 
solstice festival. This year, they unknowingly awakened 
Hangman's Tree, and it is now a Treant. 


Tinkerbell is getting increasingly jealous of the PCs and is 
working on a plan to kill them. 


Winter is coming, and if the Lost Boys can't successfully 
hunt some animals for their pelts, they will not have any 
winter clothes or blankets. 

Peter has learned about sports, and insists on playing 
against the rest of the factions on the island. 


care. The PCs have to figure out a way to win. Alternatively, 
the game is a trap and Hook is planning to attack. This will 
not stop Peter from playing. 

The Lost Boys are getting increasingly stressed having to 
negotiate with the Treant every time they want to enter or 
leave their hideout. Alternatively, the Treant is very social 
and very gossipy, so it's getting harder to stop it from 
blabbing to the pirates about the Lost Boys' secret hideout. 
Peter thinks this is hilarious, and is egging Tinkerbell on to 
see what happens. Alternatively, the PCs won't be able to 
leave Neverland until they get Tink to help them. 

Peter keeps being distracted with other adventures, and the 
hunting season is running out. Alternatively, the pirates are 


deliberately scaring the game out of the forest every day. 
The PCs have to convince the other factions on the island to 


form a team and participate in a tournament. Alternatively, 
Captain Hook immediately takes to the idea and enforces the 
rules fairly and consistently, to Peter's increasing frustration. 


Peter took some of the Lost Boys out on an adventure, and The PCs need to convince Peter to retrace his steps to find 


returned alone, wounded, and with no memory of what 
happened. 


Fairies are disappearing across Neverland. 


the missing Boys. Alternatively, it was not Peter's natural 
forgetfulness but a monster's magical effect that erased his 


memory. 
Hook has captured a child and is forcing them to say "I do 


not believe in fairies" over and over, hoping to stop Peter 
from flying. Alternatively, a war is brewing in the fairy court 
and they are all being called to prepare to battle with one 
side or the other. 


Peter's heard of ghosts of the drowned at marooner's rock, When the moon is right the skeletons of the drowned 


and won't leave until he finds them, tide or no tide. 


pirate victims rise to lash out at the living. Alternatively, the 
mermaids are coming in the with the tide, sensing dangerous 
new sport with the Lost Boys. 
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PAN PRESENTS NEVERLAND AS A CHILD’S PARADISE, 
BUT IN TRUTH, IT IS A PARADISE FOR ONLY ONE 
CHILD: PAN HIMSELF. IT EXISTS ONLY TO SUPPORT 
HIS WHIMS, WHETHER THEY BE GENEROUS OR CRUEL, 
AND ITS PEOPLE ARE NOTHING BUT PLAYTHINGS. 

Ат ONE MOMENT, HE WILL DOTE UPON THEM LIKE 

A CHERISHED FAVORITE TOY; AT THE NEXT, HE WILL 
BECOME BORED, BREAK THEM, AND FIND OTHERS THAT 
ENTERTAIN HIM MORE. 


However, WHILE HE IS CAPRICIOUS, THERE ARE 
OTHER REALMS WITH FAR DARKER AND MORE SINISTER 
RULERS, AND I FEAR I AM JOURNEYING TO ONE OF 
THOSE NEXT. WHEN I DISEMBARKED FROM THE SHIP 
AND ENTERED THE MISTS, CLUTCHING A THORNY 
BRANCH IN ONE HAND, I WONDERED WHETHER I HAD 
TAKEN LEAVE OF MY SENSES. My PATRON SEEMS TO 
BE A WIZARD OF FORMIDABLE POWER . . . BUT CAN HE 
COMPARE TO THE MISTRESS OF ALL EVIL, AND ALL THE 
POWERS OF HELL? 


REGARDS, 


E 


THIS REPORT, BEING FAR MURE EXHAUSTIVE THAN YOUR 

PREVIOUS EFFORTS, 15 MILDLY IMPRESSIVE. THOUGH, 

ONE DUES FIND IT EASIER TO OBTAIN INFORMATION WHEN 
CONVERSING WITH ONE'S PEERS, DU THEY NOT, MY LITTLE 
SERUANT? 


| Find Pan's ТЕШТЕ 70 Leave NEVERLAND QUITE 
CURIOUS AND THERE 1$ LIKELY MORE TO HIM THAN HIS 
ROISTEROUS ATTITUDE IMPLIES. VERY FEW WOULD CHOOSE 
TO STAY WITHIN THE PRISONS UUR TORMENTORS PROVIDE, 
THOUGH WITHOUT SUITABLE PARENTAL FIGURES IN HIS LIFE 
IT IS ЛО WONDER НЕ HAS MADE SUCH A POOR DECISION. 
Mis REFUSAL TU ACKNOWLEDGE CONSEQUENCES OF HIS 
ACTIONS HAS LED TU A FEAR OF ADULTHOOD AND THE 
RESPONSIBILITIES THEREOF, VET HIS GREATEST TRIUMPH 
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IS THE MERE REMOVAL OF HIS ADVERSARY S Lime. One 
WONDERS HOW LONG HE HAS REEN ENACTING THE SAME 
STORIES AND HOW MUCH OF HIS CHILDISH NATURE IS 
GENUINE? 


THOUGH YOUR INSOLENT ATTITUDE 1S BECOMING UEXATIOUS, 
YOUR EFFORTS NOT GONE WITHOUT NOTICE. TF my LITTLE 
SERVANT IS TU SURVIVE HER RENT EXPEDITION, MORE THAN 
NOVICE SPELL WORK SHALL RE REQUIRED. Open THE TOME 
VOU WERE GRANTED AND YOU SHALL FIND SOMETHING OF 
INTEREST WITHIN. 


OTHER WORKS: 


This domain write-up is based on Episode 3 of our podcast 
"Wonderful World of Darklords." It's a monthly podcast 
where we adapt a Disney movie into a Ravenloft Domain 
of Dread. You can find it at 


https://redcircle.com/shows/the-wonderful- 
world-of-darklords 


For more “adapted media into horror gaming." Гуе 
adapted John Carpenter's 1980 nautical horror film “The 
Fog” for three adventure settings. Something in the Fog 
is setting neutral, Fog Over Saltmarsh for Ghosts of 
Saltmarsh and Fog over Barovia for Curse of Strahd. 


https://www.dmsguild.com/product/387249/Something- 
in-the-Fog?affiliate_id=241770 


https://www.dmsguild.com/product/359994/Fog-over- 
Saltmarsh?view_as_pub=1 


https://www.dmsguild.com/product/359997/Fog-Over- 
Barovia?view_as_pub=1 


Speaking of John Carpenter, I also adapted the original 
1978 "Halloween" for two settings. "You Can't Kill the 
Boogeyman" is setting neutral and "Barovian Boogeyman" 
is for Curse of Strahd. 


https://www.dmsguild.com/product/385363/You-Cant- 
Kill-the-Boogeyman/?affiliate_id=241770 


https://www.dmsguild.com/product/385365/Barovian- 
Boogeyman*?affiliate 11=241770 


If you're the kind of person running spooky adventures, 
and you know kids, there's a good chance youre in the 
market for Halloween and spooky stuff that's kid friendly. 
Та like to pitch Rachel's amazing Halloween Mother 
Goose book. 


https://www.amazon.com/Mother-Ghost-Nursery- 
Rhymes-Monsters/dp/1585363928/ 


For more D and D specific spooky kids stuff, Rachel and I 
wrote a guide to children's horror games. We go through 
each of the "Genres of Horror" from Van Richten's Guide 
to Ravenloft and discuss how to adapt them for young 
players. We look at examples of each genre from books, 
shows, or movies of children's horror, and then discuss 
adapting a couple famous children's horror stories into D 
and D adventures. This is going to very useful for running 
any of these Disney Ravenloft adventures for kids. 


https://www.dmsguild.com/product/369751/Ravenloft- 
Gives-Me-Goosebumps-Genres-of-Horror 


On the topic of kid’s horror, I did a guide to running a 
more young player friendly version of Curse of Strahd 
with guidelines on horror-themed games for young players 
(ages 8-12) called “Strahd gives me Goosebumps.” It can 


be useful for running with adults if you have some players 
who are not comfortable with all the child murder. 


https://www.dmsguild.com/product/348639/Strahd- 
Gives-Me-Goosebumps?view_as_pub=1 


Speaking of Curse of Strahd I've also got a re-write of 
Death House for Curse of Strahd on the DMs guild. 

It’s made to be a better introduction for new players. 

It’s a totally new, tighter, less lethal ghost story (the 
chambermaid is the stepmother is the murderer is the 
boss ghost, no cult, no dungeon) with ghost PC rules and 
resurrection at the end. 


https:// www.dmsguild.com/product/311769/Another- 
Death-Another-House 


Happy Gaming! 
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